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ENEMIES: 27 KEYS: 0 

TREASURES: 9 SECRET c 
DOORS: 0 

WEAPONS: MACHINE GUN 

MISSION 1 

FLOOR 1 



ENEMIES: 38 KEYS: 

TREASURES: 10 

WEAPONS: CHAIN GUN. MACHINE GUN 

MISSION 1 

FLOOR 2 

MISSION 1 

FLOOR 3 





MISSION 2 

FLOOR 3 

MISSION 2 

FLOOR 4 

ENEMIES: 37 

TREASURES: 29 

KEYS: 





MORE MISSIONS, MORE MUTANTS 

MISSION 3 

FLOOR 3 
ns on the third floor have ENEMIES: 58 
doors, making choosing a 
re difficult. The going is TREASURES: 2 
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R-TYPE ffl 

PODS OF POWER 
The Force Pods are what make R-Type unique in the uni- time, you have a choice of three types of Force Pods when 
verse of space shooter games. Attach a Pod to the front or you start the game. Each features special attacks. Playing 
rear of your ship for added protection and frepower, or let with the different Forces also gives the game greater depth 
it drift along with your ship to use its special attack. This and replay value. 

SHADOW FORCE 
The three laser types 

THE ALIEN MENACE 

ROUND FORCE 
The Round Force will be familiar to players of Super R-Type. 

Power-Ups like the Mirror Laser and Sweep Laser. 
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COMING SOON TO YOUR 
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DEFEAT THE EMPIRE! 1 

independent warlord has taken 1 

Space Colonies, only you can lead 
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OPERATION 1 
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OFFFNSIVE TACTICS 



METAL MARINES 





A ROCKy RACE AWAITS 
0\ 

The quest for the Treasure of Sierra Madrock will take 

overcome unique obstacles in each foreign land, but 
they must also face a few of their own Water Buffalo 
brothers who have their own precious Poobah aspira- 
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SEVERAL STOAiy STAGES 

































SUPER MARIO ALL-STARS 
HOW DO I GET THROUGH THE 
FORTRESS IN WORLD 3-4? 

? | HOW DO I REACH THE EXIT IN WORLD 8-2? a 
w block, hold the Control Pad to the 

64 NINTENDO POWER 



THE 7th SAGA 
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HOW DO 1 FIGHT THE APPRENTICES? 
V 

ing their attack patterns. They vary. 

apprentice who look the Sky Rune. 
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* HOW DO 1 GET ITEMS INSIDE THE 
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UNBREAKABLE BLOCKS? mamai 

PUZZLED? PERPLEXED? PERTURBED? SOLVE VOUR PROBLEMS BY CALLING THE PROS! 





CHAPTER 3 - STORM AND CALM 



CHAPTER 5 - CAPTAIN BELL 









A HOME OF 
HIS OWN 

to lake over Mario’s castle in 
Super Mario Land 2. Now he 
stars in a battery-backed, 
forty-level adventure of A-. 



GARLIC POT 

DRAGON WARIO^ 
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[ 1 COIN TOSS 
When you come to the end of Level A HE 
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levels after Rice Beach floods. Return to Level 3 and 
s,w'mpasttheor'g‘nalexilto 

3 COLLECT 
TEN COINS 

2 DEMON OATS 

Take them out before trying to colie 

f <2><3K3> 
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(3 SWITCH ROOM] 
The Spiked Pirate is big and fast. When it changes into a small turtle shell. 

I face blocks disappear. 



11 CRAZYCURRENTS 

2 EXIT #2 



frozen fast-not even the Dragon Hat will thaw them. 
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CHESTS TREASURES 

CASTLE OR CAVE? 

TRADING IN TREASURES 

O 





CHAPTER 5: SAN FRANCISCO i' 
STAR TROPICS n 

A BLAST IN THE PAST A CACTUS CLUE 

GOLD MINE 





CHAPTER 7: TRANSYLVANIA 

ON THE TRAIL OF ZODA-Y 

TRANSYLVANIAN CASTLE 

3-WAY SHOT 

ZODAY 

flight, run and jump over 
the debris. Then Tire when 

EDICINE AND 3-WAY SHOT 



THE DRAGON’S CAVE rjfb 
i EXPLOSIVE ENEMIES 2 KNOCK OFF THE KNIGHT 

CHAPTER 8; CAMELOT 

ROUNDTABLE DISCUSSION 

H5S 



|®1 Up" CHAPTER 9; C-ISLAND 

RETURN TO C-ISLAND 

■ C-ISLAND CAVE . SdEb 
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100 
SECOND PRIZE ™; 

WINNERS 
..'in one nf 50 

Win one of 100 Super NES games Nintendo Power 
chosen by Nintendo Power! Shirts! 
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| TETRIS 2 

KIRBY’S ADVENTURE ^ ^ ^1 MEGfl MAN m 

6 A5A JURASSIC PARK 
7 . , , TECMO SUPER BOWL 

8 , \ FINAL FANTASY 
9 A DR. MARIO 
10 BASEBALL STARS 

11 < METROID 

12 tiik MONOPOLY 
13 K*”fs TMNT HI: the*»NHAn»ii pmjict 
14 BAHLETOADS 

15 ... MEGA MANS 
16 DRAGON WARRIOR EZ 
17 TETRIS 

18 MEGA MAN EZ 
19 : SUPER MARIO BROS. 2 
20 ZODA'S REVENGE: sin nones n 



PLAYING 
LOOK FOR THESE RELEASES SOON 





THE FLINTSTONES: 
THE TREASURE OF 

THE SIERRA MADROCK 
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Creative Thoughl an™ Defender ofF^iveAatan! Thais II 



A LOOK INTO 

THE GAMES OF 

THE FUTURE 

Mt WATCH 
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-PAK WATCH UPDATE 
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■ Star Trek: 
The Next Generation 

I Turn & Burn: 
No Fly Zone 

IX-Kaliber 
2097 

■ Time Trax 
I Mickev's 

Challenge 

new r 
GAME BOr 

I TITLES 
Prehistorilc Man INEWNESI 

T TITLES 
The Jungle Book, 

mmmmHam 



,8.Rouiii 





* etroAIa1 s, 6/*^ 

Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 

to everyone involved in acquiring and digitizing these magazines. 

People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 

We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 

Thank You and ENJOY! 
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